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http://buy.indiegamethemovie.com/
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https://www.statista.com/statistics/268251/number-of-apps-in-the-itunes-app-store-since-2008/
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https://www.statista.com/statistics/552623/number-games-released-steam/
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In 2015, people started using the term 
“indiepocalypse”





https://www.statista.com/statistics/552623/number-games-released-steam/

Steam today

https://www.statista.com/statistics/552623/number-games-released-steam/


The average game on Steam will sell about 
2000 copies and make 

$12,500 in revenue in its first month. 

The average game will make 
$30,000 in its first year.

https://www.pcgamer.com/gdcs-realistic-talk-about-game-sales-on-steam-paints-a-grim-picture/
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About Pendula Swing



Ways of bringing games to market

1. Premium
2. F2P
3. Episodic
4. Subscription
5. Season pass
6. Early Access
7. etc



Steam Direct: $100





Pricing





https://www.gamasutra.com/view/news/316146/SteamSpy_20_and_60_were_the_topearning_Steam_game_prices_last_year.php
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Our journey







https://dataspelsbranschen.se/s/GDI19_web.pdf
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The challenge is to stand out,
and finding alternative sources of revenue.



Key takeaways

1. Find your target audience, and stick to it
2. Be open to pivot - have plans, but be ready to change 

them
3. Strive for a diverse portfolio
4. Don’t plan a Magnum Opus and build a company just 

because you have to
5. If no-one in the team likes business, find a CEO/bizdev 

person
6. There are alternative ways of earning money, besides 

just making games
7. Keep your IP in mind
8. Find ways to be unique

 



Thank you!
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